
Hacker culture 
The hacker culture values direct engagement with the computer and 

focuses on the nitty-gritty details of program execution. Hackers like 

to explore the limits of what a machine can do and pride themselves 

in individual skill, inventing clever tricks to push those limits.  

Just having fun  

Spacewar! was an interactive game built by a group 

of MIT hackers in 1962 to showcase the capabilities  

of the TX-0 computer successor PDP -1.  

Squeezing a realistic star map and gravity into 4k  

18 -bit words required ingenuity —spaceship rendering 

even used a kind of just -in-time compilation. 

Inventing interactive programming  

The TX-0 computer was built in 1956. The control panel 

included Toggle Switch Storage for setting sixteen 18 -bit 

registers, a 12 1/2” CRT screen and a teletype terminal.  

TX-0 was available for interactive use, attracting MIT 

hackers who built the first on -line debugging tool, letting 

them view and change the state of a running program.  

Information should be free  

Early hackers believed that information should be free 

and shared all their creations freely with others, but their 

disregard for conventional academic structures meant 

that their work was documented only in internal reports 

or on the ARPANET. The HAKMEM memo from 1972 

collects 192 assorted items of hacker knowledge.  


